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eae _ Networking ee ey : Fasten your seat belts everyone, the ride is about to start. For some, the 
wae events. a Rises ee aa : next generation roller coaster is cresting, while others are now clicking up 
“—--—GDC-Mabile Ge are the incline. But one thing's for sure, the horizon line for everyone is going to 
Serious Games Summit GDC ~ oe shift rapidly. To make sense of it all, the Game Developers Conference 2006 
BREE Ree Ee eT | a aan eee is almost here. Ideally situated right in the middle of the next-gen console 
Game Design Track — ae ——— 10 launches, the GDC is ready to deliver detailed examinations of next 
Programming 1 Track err ae : generation development. Yet our theme of What's Next doesn't stop at 
Be Fae oa om the three new consoles. Current generation, PC, handheld, and mobile 
Audio Track & G maul ee . 
aie game creation are all experiencing sudden swerves that dramatically 
Production n Track oe | as | : | | 
eee cr impact the entire ecosystem of game creation, as well as how games fit 
Business. ss & spared ant Track OU * es 


into the greater digital entertainment universe. 


















In recognition of What's Next for the industry, GDC’s Vision Track focuses 
on the critical mass convergence of film and game, the system-wide 
changes in the efficient production of bigger games, and the broadening of 
the game-playing market. As some are discovering, What's Next may have 
more to do with whos next, as we explore the social impact, the widening 


demographics, and the professional teaching of games. 


This preview guide gives you a glimpse at some of the speakers and the 
events populating GDC 2006. | encourage you to take a moment to flip 
through it, mark your calendars, and register online to guarantee yourself a 


front row seat for the next generation. 


Cheers, 


Jamil Moledina 
Director, GDC 





REGISTER BY FEBRUARY 15, 2006 AND 


SAVE UP TO 35% ON CONFERENCE PASSES. FOR COMPLETE INFORMATION ON GDC:06 SESSIONS AND 
USE PRIORITYCODE == #£'WHEN ~— WWE DCONE.COM 
REGISTERING. 


WHAT’S NEXT / ADVISORY BOARD 





Next-gen game development will revolutionize every aspect of the gaming industry. From increased production 


complexity, team sizes, and budgets to new ways to reach the mass market, GDC:06 will answer the questions 


critical to the industry's success. 


Learn lessons from next-gen, handheld, and current game development, explore collaborations with the film 


industry anc gain access to the people, technologies, and tools that will define What's Next for our industry. 


GDC ADVI 


These seasoned industry professionals volunteer their time every. year to help. construct the. 300+ GDC conference 





sessions. They work to ensure thatthe quality of the content provided to attendees | is high- res relevant, _and timely. 


Their dedication is critical to the SUCCESS of the conference. 


To read more about the 60C Advisory Board, please vi visit: www. w-gdcont. com/contactus/advisoryboar. htm ¥ 
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‘Laura Fryer 


Microsoft Games Studio 
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? Noel Llopis Pre 
“High Moon Studios. 
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Midway. Games 
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Ubisoft Entertainment : 


David Perry ‘ 


x Shiny Entertainment Xs 
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Naughty Dog 


Kathy Schoback | 
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~ Alan Yu 


Electronic Arts 


AuDIO ADVISORY BOARD 


Buzz Burrowes - 


z en Computer Entertainment 


Brian Schmidt _ 


“Microsoft — 


. Tommy Tallarico 
“Tommy eee : 


= VISUAL ARTS ADVISORY BOARD ~ 


Steve Reid | 


Red Storm Entertainment 


Paul Steed 


| be Atari 2 


Steve Theedere 
RAD Game Tools. 


Rob Titus 
Naughty Dog 


jeu WILL WRIGHT 


— REVERSE SOCIAL ENGINEER, 


MAXIS/EA 


SESSION NAME: 


What's Next in Content 


YOICHI WADA 


PRESIDENT, SQUARE-ENIX 





SESSION NAME: 
Taking Games Beyond Consoles 


MASAYA MATSUURA 


PRESIDENT, NANAON-SHA, 
AND MEMBER OF THE 
GDC ADVISORY BOARD 





SESSION NAME: 


Whats Next Panel 


STEVE SULLIVAN 
DIRECT OF R&D, 
INDUSTRIAL LIGHT & MAGIC 


CHRIS WILLIAMS 


PRODUCER, LUCASARTS 





SESSION NAME: 


ILM & LucasArts: 
A Case Study in Convergence 


y Sc 


RICHARD GARRIOTT 
CEO, DESTINATION GAMES/ 
NCSOFT 


SESSION NAME: 
Designing Tabula Rasa: 
Lessons from the World of MMOs 


PETER MOLYNEUX 


DIRECTOR, LIONHEAD 
STUDIOS 





SESSION NAME: 
Inspirations for 
Next Generation Designs 


a 


aS GARETH WILSON 
4 ©: DESIGN MANAGER, 
i... 


BIZARRE CREATIONS 


PAUL KERBY 
PROGRAMMING LEAD, 
BIZARRE CREATIONS 





SESSION NAME: 


Building Project Gotham Racing 3: 


An Xbox360 Postmortem 


| KEITA TAKAHASHI 


GAME DESIGNER, NAMCO 


vw WITH TWO NEW CONTESTANTS 





SESSION NAME: 


Game Design Challenge 





. 
4 3 TIM SWEENEY 
! PRESIDENT, EPIC GAMES 


SESSION NAME: 

Building a Flexible Game Engine: 
Abstraction, Indirection, 

and Orthogonality 





TETSUYA MIZUGUCHI 


CHIEF CREATIVE OFFICER/ 
PRODUCER, Q ENTERTAINMENT 


7 

SANGYOUN LEE 
CEO/EXECUTIVE PRODUCER, <— 
PHANTAGRAM CO., LTD ea 


SESSION NAME: 
Living 9? Nights: 
An Xbox360 Postmortem 


ALEXANDER 


SEROPIAN 


PRESIDENT, WIDELOAD GAMES 


as 
= 





SESSION NAME: 
Creating STUBBS THE ZOMBIE with the 
Wideload Model 


DOUG COOPER 


VISUAL EFFECTS SUPERVISOR, 
DREAMWORKS ANIMATION 





SESSION NAME: | 
Big Screen to Game Console 


REGISTER BY FEBRUARY 15, 2006 AND SAVE UP TO 35% ON CONFERENCE PASSES. USE PRIORITYCODE = WHEN REGISTERING. 
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8TH ANNUAL INDEPENDENT GAMES FESTIVAL 
Awards: Wednesday, March 22, 2006, San Jose Civic Auditorium (@ 6:30PM 
What the Sundance Film Festival is to the independent film community, Independent Games Festival (IGF] is to the 


gaming world. Each year, the IGF competition culminates at the GDC where winners are announced and $45,000 in prizes 
are awarded to independent game developers. Student developers are also recognized at the IGF Student Showcase. 


[adultswim.com] —_ Micresoft: GQB0980%) @& DOWNLOAD.COM 


GDC EXPO BOOTH CRAWL 








6TH ANNUAL GAME DEVELOPERS CHOICE AWARDS 


Wednesday, March 22, 2006, San Jose Civic Auditorium (a 6:30PM 

The Game Developers Choice Awards are the premier accolades for peer-recognition in the 
digital games industry. Celebrating creativity, artistry and technological genius, the Choice 
Awards honor the game creators from around the world who have most inspired their peers. 
They provide a voice for the gaming development community, recognizing games that deserve 
the attention of the public and elevating the game titles that developers respect the most. 


Award nominations began January 2nd. To learn more, please visit www.igda.org/awards 


PRESENTED BY: 





e 
| a international game 
developers association 


Conference 


INDEPENDENT 
GAMES FESTIVAL 





Pavilion: Wednesday, March 22 to Friday, March 24, Open during Expo Hours, San Jose Convention Center, Concourse Lobby - 2nd Level 
Be one of the first to play the best independent games of the year at the IGF Pavilion. 


GOLD SPONSOR: MEDIA SPONSORS: MODDING PAVILION SPONSOR: 








GAME CONNECTION 


Wednesday, March 22, 2006 (a 5-6:30pm March 20-21, 2006 

San Jose Convention Center - Exhibit Hall Fairmont Hotel, San Jose, CA 

With drink in hand, explore the latest innovations in game Game Connection is the premier event for 
development at the GDC Expo. Talk with experts from hundreds of the innovative game developers to present their 
most innovative companies in the game industry, get your questions projects to top publishers. It also allows game 


answered and enjoy catching up with technology — and friends. 


companies to discover innovative original 


See page 19 for the list of exhibitors. content from development studios they may 


not even be aware of. 


NETWORKING/EVENTS 





THE GRAPHIC IMPACT COMPETITION, GALLERY, AND AWARDS RECEPTION 


GameDevelopers cGsoc 
Conference eg ENHANCING DIGITAL ARTS 


SPONSORED BY: 
PRESENTED BY CG SOCIETY AND GDC 


® 
Art Gallery - March 20-24, 2006, San Jose Convention Center Main Concourse O@Q 
Art Reception and Awards - Thursday, March 23, 2006, Fairmont Hotel - /nvitation Only 
The GDC is teaming up with CG Society to create a competition to promote and celebrate the creators of original game art. CG Society 
will host the competition at www.cgsociety.org, launched Dec. 9, to create original game art that captures a pivotal moment between 
two characters. Art submitted for the competition will be displayed during GDC on the Concourse level at the San Jose Convention 
Center, and the five finalists will be flown to GDC for an Awards Reception on Thursday, March 23 at the Fairmont Hotel. 


EAST MEETS WEST PRESS PREVIEW 





Tuesday, March 21, 2006 fa 8:00PM Tuesday, March 21, 2006, fa 6:00PM-8:00PM 

Vault - Invitation Only San Jose Marriott - /nvitation Only 

The 2nd annual East Meets West Reception brings The first ever GDC Press Preview will bring exhibitors, 
Japanese attendees together with GDC speakers, press, and analysts together in an exclusive networking 
advisory board members and industry VIPs to exchange environment. Exhibitors will be able to showcase product 
ideas on the latest trends and innovations in the launches before the GDC Expo floor opens and press wilt 
interactive entertainment industry. get to meet top executives from participating companies. 





VIDEO GAMES LIVE fa GDC 





Friday, March 24, 2006, San Jose Civic Auditorium fa 8:00PM 
The GDC is proud to co-present Video Games Live, a-concert event-celebration featuring music from the world's 
most popular videogames. The concert is performed by the Symphony Silicon Valley orchestra and top choirs 
combined with exclusive video segments, special effects, synchronized lighting sequences, electronic percussion, 
interactive crowd participation, and stage show production to create. an immersive entertainment experience. 





PLAY PANTHEON: THE MASSIVELY MULTIPLAYER GOD GAME AT GDC 


March 22-23, 2006, San Jose Convention Center Main Concourse 


Get ready for the ultimate God-Mode experience! Pantheon is the sixthannual conference-wide GDC game created by 
NYC-based developer gameLab. Take on the role of a mighty deity in one of five pantheons, such-as the Cruel Gods and the 
Wise Gods. Trade cards with fellow divinities to assemble loyal worshippers, andstrategically place your believers-on territories 
located throughout the.conference. The Pantheon team withthe most captured territories wins, and the leading gods of that 
Pantheon are immortalized with real-world prizes. Play Pantheon at GDC 2006 and unleash the god within you! 





GDC CONNECT—A PRECONFERENCE NETWORKING TOOL 


As a registered attendee of GDC:06, you can\connect with other.attendees in advance of the conference.and schedule meetings that will take place.at 
GDC:06 through GDC Connect. This easy to use matching, searching and visualization tool allows you to quickly identify other attendees with whom 
you would like to exchange knowledge, develop a business partnership or share best practices. You can also participate in engaging-online forum 
discussions and collaborate within online birds of a feather groups with other attendees. Learn more at www.gdconf.com/networking/gdconnect.htm 


GDC MOBILE 





MARCH 20-21, 2006 AT THE FAIRMONT HOTEL, SAN JOSE 


GDC Mobile 2006 is the definitive mobile gaming event for leading industry professionals looking to expand their 
knowledge of, and contacts within, this exploding mobile entertainment sector. Mobile game developers from around 
the globe gather to debate the future of their medium with executives from leading network operators, MVNOs, content 


aggregators, advanced technology and infrastructure providers, and major console game publishers. No other conference 
offers in-depth technical and business oriented seminars that define What's Next for mobile games! 


TO ATTEND GDC MOBILE, YOU WILL NEED EITHER A VIP, MOBILE OR MOBILE PLUS PASS 
PLATINUM SPONSOR: 


GOLD SPONSOR: RECEPTION GDC MOBILE 
: ; SPONSORED BY: MEDIA SPONSORS: 
N-GSAIGe 78h where Mobil , Microsoft | , 
NOKIA . Moore Casual games FierceDeveloper 
Mohile GameS=nalyst 
GDC MOBILE SPONSORED SESSIONS: Ip Mobile — 
Gor ) Entertainment 
MON 3/20 2-2:45 TUE 3/21 3-3:45 "Forum 
MSN Games Moves to Mobile TBD 
David McMahon 


RCRe Wireless 


WEEK, 





GDC MOBILE ADVISORY BOARD 


Po 
Y 
sen 





“The GUC Mobile Advisory Basha Is fadetp of executives from top carriers, technology a handset providers, as wellas 
“game publishers and developers committed to furthering the mobile entertainment industry. They volunteer their time to set 
ae _the agenda for discussion at id event and ensure 5 sin the ae issues surrounding mobile gaming are addressed. 
Pe - ee \ \ 
a To read more about t the e600 Mobile e Adis Board please vist www. gdcont. com/canference/adcmobile _advisoryboard. htm \ 
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GDC MOBILE 





GDC MOBILE SESSIONS 


MOBILE VISION 
What's Next for Mobile Games 
Rob Tercek, Founding Chairman, GDC Mobile 


Mobile Operator Spotlight 


Check back at www.gdconf.com soon for more information. 


World Tour of Mobile Innovations 2006 
Matthew Bellows, Floodgate Entertainment; 
David “DC” Collier, Pikkle KK 


3D DEVELOPMENT 


Khronos - Creating the Embedded Media 
Processing Ecosystem 
Neil Trevett, NVIDIA 


Mobile 3D Development and Collada 
Stephen Wilkinson, Nokia 


OPENGL ES 2.0: Shaders Go Mobile 
Dan Ginsburg, ATI Research 


The Mobile 3D Programmers Cookbook 
Henrik Enqvist, Digital Chocolate/Sumea 


AUDIO & SOUND DESIGN 
Beyond Polyphony: Maximizing Audio 
on Mobile Platforms 
Brad Fuller, Sonauralt LLC 


Creating Audio for Mobile Games 
Peter Drescher, Danger, Inc. 


Mobile Musical Instruments: Bringing Music 
Creation to the Masses 
Jennifer Hruska, Sonic Network, Inc. 


DEALS & DISTRIBUTION 

Deal Points and Pitfalls in Mobile Game 
Development Contracts 

Steven Masur, MasurLaw 


Licensing Without Tears: 10 Steps to Success 
in Content and Brand Licensing 
Vincent Scheurer, Sarassin LLP 


What Mobile Publishers are Looking for 
in Developers 
Dan O'Connell Offner, Offner & Anderson 


GAME DESIGN 
Cameras and Vision: Giving Your Games Sight 
Antonio Haro, Nokia Research 


Creating Original Character-Based Brands and IP: 
A Postmortem on Johnny Crash 
Teemu Kivikangas, Digital Chocolate/Sumea 


Developing Games for Global Distribution 
Robert Nashak and Kristian Segerstrale, Glu Mobile 


Fun for Everyone: Designing Mobile Games to 
Attract Gamers and Non-Gamers Alike 
Levi Buchanan, IGN Wireless 


Putting the Fun in Functional 
Amy Jo Kim, Shufflebrain 


The New Era of Mobile Gaming: Casual 
Multiplayer Games 
Andy Riedel and John Chase, InfoSpace 


PLANNING AHEAD 


Look Ma, No Hands (Wires): The Beginning of 
Physical Retail Distribution? 
Mike Yuen, QUALCOMM 


Mobile Games: Global Check 
David Collier, Pikkle KK 


Success Factors of One Button Casual Mobile Games 
Kyu C. Lee, GAMEVIL Inc. 


The Outspoken Speak Out: Where is My 10 Billion 
Dollar Mobile Games Industry? 


John Szeder, Seismic Studios, Inc. 


PRODUCTION 

Covering All Dimensions: Developing a Mobile Game 
Title in 2D and 3D 

Jyri Ranki, Digital Chocolate/Sumea 


Porting 700 Versions of SPLINTER CELL CHAOS THEORY 
for Simultaneous Launch 
Eric Albert, Gameloft 


PROGRAMMING 
The BREW Bag of Tricks 
Guido Henkel, G3 Studios 


FOR COMPLETE INFORMATION ON GDC:06 SESSIONS AND SPEAKERS, GO TO 





SERIOUS GAMES SUMMIT AT GDC:06 


MARCH 20-21, 


VAULT 7 te Be) ee 


RECEPTION SPONSORED BY: 





The Serious Games Summit spotlights the rapidly growing serious games industry that features the use of interactive games 
technology within non-entertainment sectors. Providing a forum for industry professionals to examine the future course of 
serious games development in areas such as: education, government, health, military, science, and corporate training; the 


Serious Games Summit is a must-attend event for developers creating interactive, non-entertainment applications. 


“SERIOUS GAMES SUMMIT SESSION HIGHLIGHTS 


Tutorials 

This year’s Serious Games Summit GDC brings together some of the 
best leaders and developers of games beyond entertainment to provide 
the first ever hardcore serious games tutorial. Attendees to the four 
hours of tutorial content learn first hand how to make the most of 

this exciting new application of games, game technologies, and game 
development tradecraft. 


Advergaming 

The growth of games both as an advertising medium and as a coveted 
market demographic is providing incredible new opportunities to 
game developers of all shapes and sizes. The advergaming sessions 
explore both the business case and the cognative case relevant to the 
role games, game culture, and game developers can play in how we 
market goods and services now and in the future. 


Game Design Blitz Workshop 
Noah Fatstein, The Inspiracy 


New Ways to Assess in Game Actions and Guide in 
Game Communication 


Elaine Raybourn, Sandia National Labs 


— asain oer BOARD 





: Seasoned professionals in the corporate, hedith m 
government, military, and educational industries 
_ comprise the Serious Games Advisory Board. 

: Their invaluable contribution to developing 
content that focuses on all facets of serious | 

2 eae is yal makes this event a must- attend. / 


ff pen Gunns 


_lan Bogost 


To ae more about the Setious Games. Advisory 
A Board, please vi sit: www. gdconf. com/ : 
dae saab ia eas hey 


‘ President, Persuasive Games 
Jan Cannon-Bowers | | 
/ Associate Professor, University of Central RO ae ee, ee ee EG 
Florida, School of Film and Digital Media | 


Playing 4 Keeps: Teenagers Making Games 
in a Youth Development Context 
Barry Joseph, Global Kids 


Playing Games with Painful Memories: Virtual Reality 
Therapy for Post-Traumatic Stress Disorder in 
the Middle East 


Ari Hollander, Imprint Interactive 


Politics, Religion, and Ideology: New Approaches 
to Biased Games 
lan Bogost, Georgia Tech/Persuasive Games 


Serious Play: At The Edge of Education Gaming 
Mary Flanagan, Hunter College 


The Force Within the Game. NASA’s Off-the-Shelf 
Engagement Training 
Domenic Greco, CyberLearning Technology, LLC 


The Most Important Skill: Listening 


Jesse Schell, Carnegie Mellon University 


| Warren Currell 
President, Sherpa Games Inc. 


Noah Falstein - 
President, The Inspiracy 


/ James P. Gee | 
Professor, University of Wisednsis 
at Madison 





Co-founder, Digitalmill: Content Chair) 


D. Michael Anderson 
President, Health Media Lab 


Mark Long Boe | 
Co-CEO and Executive Producer, fie } 


Elaine M. Raybourn- 
} Advanced Concepts Group, 
Sandia National Laboratory 





The Visual Arts Track is designed to provide specific, practical knowledge in taking game art In new 


directions. Go step-by-step through the latest tools and techniques in longer format classes. 


VISUAL ARTS SESSIONS: 


3Ds Max - Complex Data Mapping 
Production Techniques 
Vincent Brisebois, Autodesk 


3Ds Max: Strategies and Techniques for 
Real-Time Shaders 
Neil Hazzard, Autodesk 


Advanced Tool Writing for Character Technical 
Directors TD 


Judd Simantov, Naughty Dog Inc 


Building the Open World: The Level 
Artists’ Conundrum 
Keith Self-Ballard, Volition, Inc. 


Character Rigging Best Practices 
Steve Theodore, Rad Game Tools 


Creating World-Class Graphics on the PSP 


Phil Trumbo, Amaze Entertainment 


Defining the Next Generation of 
Real-Time Characters 
Paul Steed, Atari 


Living 99 Nights: An Xbox 360 Postmortem 


Tetsuya Mizuguchi, Q.Entertainment; SongYoun Lee, 
Phantagram Co., Ltd 


Modeling Next-Gen Characters: From Concept 
to Game 
Kevin Lanning and Jerry O'Flaherty, Epic Games Inc. 


Muscle Systems for Game Production 
Jason Parks, Sony Computer Entertainment America 


The Art & Craft Of Lighting 


Justin Evans, Mystic Arts 





WORLD OF WARCRAFT, BLIZZARD ENTERTAINMENT, 
SAM DIDLER, WILLIAM PETRAS, JUSTIN THAVIRAT 


2005 GAME DEVELOPERS CHOICE AWARDS RECIPIENT - VISUAL ARTS 


The Make Art Button: Batches, Actions, and Scripts 
Adrian Woods, Microsoft 


Tips and Tricks for Modeling for Next-Gen Games 
Pete Hayes, Epic Games:inc. 


When Shaders and Textures Collide 
Kevin Bjorke, Nvidia 


Will the Real HD Please Stand Up 
Mark Tuffy, THX Ltd. 


FOR COMPLETE INFORMATION ON GDC:06 SESSIONS AND SPEAKERS,GOTO = — 
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GAME DESIGN TRACK 





Game designers need to understand and exploit the possibilities of new technologies even as they continue to master 
the traditional disciplines of drama, gameplay, and psychology. The Game Design Track explores the challenges and 
ramifications of the interaction between new technologies and established techniques. 


~-GAME DESIGN SESSIONS: 
...And Make It Snappy! Crafting Concise, 


Effective Dialogue for your Game 
Evan Skolnick, Vicarious Visions 


A New Vision for Interactive Stories 
Ernest Adams, freelancer 


Advanced MMO Economies 
Sam Lewis, Sony Online Entertainment 


Al Learning Methods for Game Designers 
Christian Baekkelund 


Assessment and After Action Review Support 
in Game-Based Training 
Curtis Conkey, NAVAIR. | 


Bang! Howdy; Nuggets and Rustlin’ Tips 


Daniel James and Michael Bayne, Three Rings 


Building Community Around Pollinated Content 
in SPORE 
Caryl Shaw, Maxis 


Competitive and PvP Systems in MaEsiyety 
Multiplayer Games 
Damion Schubert, Wolfpack, a Ubisoft Company 


Counter-Intuitive Creative Direction 
Harvey Smith, Midway ; 


Designing to Promote Intentional Play 
Clint Hocking, Ubisoft Divertissements Inc 


Experimental Gameplay Sessions 
Jonathan Blow 


Game Design Considerations for 
Alternate Controllers 

Greg LoPiccolo and Tracy Rosenthal-Newsom, 
Harmonix Music Systems 


Harnessing Hulk; Controls, Motion, Gameplay! 
Eric Holmes and Bryan Brandt, Radical Entertainment 


IGDA Writer’s Special Interest Group Presents: 
Write Club 


Edward Kuehnel and Matthew Entin, High Voltage Software 


Inspirations for Next Generation 
Peter Molyneux, Lionhead Studios 


Level Building for Stealth Gameplay 


Randy Smith, freelance design consultant 


MMO Player-to-Player Sales, or You Only Paid 
$50 for that Blaster? 


Sam Lewis, Sony Online Entertainment 


Next-Gen Storytellers: How Professional Writers 
Enhance Game Design 
Tim Langdell, University of Southern California 


Rules Worth Breaking 
Hal Barwood, Finite Arts; Noah Falstein, The Inspiracy 


Scaring the Beejezus out of the Player in an FPS 
Brent Disbrow and Matt Tieger, High Moon Studios 


Taking Emotional Gameplay to the Next Level 
David Freeman, The Freeman Group 


The Button Masher: Examining The Dynamics 
of Button Mashing Gameplay 


Carlos Martin 


The Game Design Challenge: The Nobel Peace Prize 


Eric Zimmerman, gameLab 


Violent Content in Video senha Perspectives from 
Developers, Children & Parents 

Dorothy Warner, Harvard Medical School Center for 
Mental Health & Media 


Web-Based Games Roundtable 


Brian Robbins, Fuel Industries, Inc. 


FOR COMPLETE INFORMATION ON GDC:06 SESSIONS AND SPEAKERS, GO TO 
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PROGRAMMING TRACK 


As new platforms emerge and existing platforms evolve, programmers face an ever increasing challenge to produce 
games that capture the attention of the public and the media. The Programming Track focuses on these challenges 
and the opportunities presented by next and current generation development. 


PROGRAMMING SESSIONS: 


Advanced Light and Shadow Culling Methods 


Eric Lengyel, Terathon Software 


Artificial Intelligence in Computer Games: 
Present and Future 
Neil Kirby, Bell Laboratories; Steven Woodcock 


Backwards Is Forward: Making Better Games 
with Test-Driven Development 
Noel Llopis and Sean Houghton, High Moon Studios 


Battle Cam: A Dynamic Camera System for 
Real-Time Strategy Games 
Hector Yee and Elie Arabian, Petroglyph Games 


Building a Flexible Game Engine: Abstraction, 
Indirection, and Orthogonality 
Tim Sweeney and Martin Sweitzer, Epic Games Inc. 


C++ on Next-Gen Consoles: Effective Code for 
New Architectures 
Pete Isensee, Microsoft Xbox 


Crowds In A Polygon Soup: Next-Gen Path Planning 


David Miles 


Dancing with the Wind 


Graham Rhodes, Applied Research Associates, ic. 


Dense, Lush Worlds: The See 2 Approach 
Carsten Wenzel, Crytek 


Extreme Memory Optimization for Path-Finding and 
Spatial Partitioning Systems 


Andy Taylor, Vicarious Visions 


Extremely Practical Shadows 
Tom Forsyth, RAD Game Tools 


Fundamentals of Secure Development 
Dave Weinstein, Microsoft 


REGISTER BY FEBRUARY 15, 2006 AND SAVE UP TO 35% ON CONFERENCE PASSES. USE PRIORITY CODE 


Global Terrain Technology for Flight Simulation 


Adam Szofran, Microsoft 


GRAPE: A GPU-Based PVS Visibility 
Calculating System 


Alan Kimball, Vicarious Vistons, Inc. 


Lua In Games Roundtable 
Paul Du Bois and Dave Dixon, Double Fine Productions 


LucasArts and ILM: A Case Study of the 
Convergence of Games and Film 

Chris Williams, LucasArts Entertainment: 

Steve Sullivan, Industrial Light +Magic 


Next Generation Multiplayer: Networking Highly 
Physical Game Worlds 


Sean Blanchfield, demonware 


Practical Parallax Occlusion Mapping for Highly 


Detailed Surface Rendering 
Natalya Tatarchuk, ATI Research, Inc. 


Security and Privacy in Games 
Dave Weinstein, Microsoft 


Shadow Mapping Tricks and Techniques 


John Isidoro, ATI Research Inc. 


Six Million Dollar Tester: Making QA Better, 
Stronger, and Faster Through Automation 
Leander Hasty, 1st Playable Productions 


Technical Issues in Tools Development 
John Walker, High Voltage Software, Inc. 


The Gym: Where The Incredible Hulk Goes To Train 


Bryan Brandt and Kevin Coughlan, Radical Entertainment 
The Neverwinter Nights 2 Toolset: A Case Study 


of Tools Development 
Erik Novales, Obsi 


WHEN REGISTERING. 
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AUDIO TRACK AND G.A.N.G. INFORMATION 





Dialogue, orchestral scores, and sound effects significantly contribute to the immersive experience of today’s games. The 
Audio Track offers real world information on the unique fusion of craft and technology that is game audio production 


~, ae 


~AubIO SESSIONS: 


“Asset Management for Large Gane Audio Projects 
Tom Hays, Treyarch 


~L 


— 


Audio Production: Ideas for the Next Generation 
Dave Murrant, Sony Computer Entertainment America 


Dynamic Sound Positioning: Tales of Audio 
in the Third Dimension 


Scott Selfon, Microsoft 


Field Recording For Games 
Chuck Russom, Sony Computer Entertainment America 


Granular Synthesis in Next-Generation Games 
Leonard Paul, Vancouver Film School 


How to Get the Perfect Music for Your Game 


Tom Salta, Persist Music; Tommy Tallarico, Tommy Tallarico Studios 
Chuck Doud, SCEA; Simon Pressey, Ubi Soft Montreal 


Implementing an Adaptive, Live Orchestral Soundtrack 
Andrew Boyd and Robb Mills, Stormfront Studios 


Loudness & Dynamic Range: From Theory to Reality 
Brian Schmidt, Microsoft; Aaron Boulding, IGN Entertainment: 


Keith Arem, PCB Productions; Jeff Riedmitler, Dolby Laboratories 


Maintaining Audio Consistency Across Multiple Platforms 
Chris Groegler and Justin Drust, Red Storm Entertainment 


Music Implementation: Making Games Sound 
Like Interactive Movies 


Chuck Doud, SCEA; Jack Wall, Game Audio Network Guild 
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Music Publishing in the Videogame Industry 
Shawn Le Mone and Todd Brabec, ASCAP;: 
Jeff Brabec, Chrysalis Music Publishing; 


Jim Charne, Law Offices James | Charne; Chuck Doud, SCEA; 
Tommy Tallarico, Tommy Tallarico Studios 


Project Gotham Racing 3 Postmortem 
Garath Wilson and Paul Kerby, Bizarre Creations 


Quality Audio for Online 
Mark Cohn, Blitz 


Show Me the Money: Using Movie and 


Records Templates to Improve Composer Deals 
Jim Charne, Law Offices James | Charne 


Sonic Sculpture: Practical Audio DSP for Games 
Scott Selfon and lan Lewis, Microsoft 


The Evolving Landscape of Music Business 
Issues for Games 


Rich Goldman, RipTide Music 


Tomb Raider Legend: Scoring a 
Next-Generation Soundtrack 
Troels Folmann, Crystal Dynamics 


VO from Start to Finnish: The Recording, 
Processing, and Localization of VO 
Jerry Merrill, Gaston Music Group 
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Today's producers manage expanding development teams, skyrocketing budgets, larger games, and a growing global 
market. The Production Track continues to offer proven tools and techniques to take a project from pre-production 
to shipping, on-time and on-budget. 


PRODUCTION SESSIONS: 


Advanced Prototyping 


Chris Hecker, Maxis/definition six, inc. 


Agile Methodology in Game Development: Year 3 
Clinton Keith, Sammy Studios 


Application Security: Testing Your Game for Security 
Jennifer Boespflug, Microsoft Game Studios 


Beyond Technology: Process Issues 
in Next Gen Development 
Don Daglow, Stormfront Studios, Inc. 


Big Screen to Game Console: Case Studies 
Doug Cooper, DreamWorks Animation 


From Design to Product: A Model for 
Independent Game Production 
Nicholas Soutter, Aepox Games 





Half Weasel, Half Otter, All Trouble: A Postmortem 
Of DAXTER for the Sony PSP 
Didier Matenfant, Ready At Dawn Studios 


How To Score Your Videogame With An Orchestra 
Ross deRoche, deRoche Music Inc. 


Improving the QA Process 
Chuck McFadden, LucasArts Entertainment 


Multiplayer Cheating: Dispatches from the Front 


Jeff Morris, Epic Games 


Reinventing Your Company Without Reinventing 
the Wheel 


Brian Krueger and Owen Brand, Factor 5 


Schedules, Risk and Estimation: An Open 
Discussion of Best Practices 
Trent-Oster, BioWare Corp. 


SPORE: Preproduction through Prototyping 
Eric Todd, MAXIS / Electronic Arts 


Tools and Workflows for Next Generation 
Jay Koottarappallil, Electronic Arts;Los Angeles; 
Marg Singer, Red Storm Entertainment 


Ultimate Spiderman DS: Creating Handheld 
Counterparts to Major Console Titles 
Jan-Erik Steel and Brent Gibson, Vicarious Visions 


Valve’s Design Process for Creating HALF-LIFE 2 
Brian Jacobson, Valve Software 


We Learned The Hard Way So You Don’t Have To: 
How To Outsource Successfully 
Kristine Coco; Midway Studios, Austin 


You Deny, But You're Lovin’ It: Using 
Psychophysiology for Product Evaluation 
Byung-ho Park, Indiana University 


FOR COMPLETE INFORMATION ON GDC:06 SESSIONS AND SPEAKERS,GOTO = = 
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BUSINESS & MANAGEMENT TRACK 





The business-of gaming requires-sound strategies and outstanding tactical execution. The Business and Management 
Track looks-at these aspects of the game development process and offers proven strategies to understand complex game 


industry business Issues. 


__ BUSINESS & MANAGEMENT SESSIONS: 
60-Minute MBA 
Scott Corley, Red Mercury, LLC 


Attracting Women to Game Development 
Michelle Sorger, S'Digital; Sande Chen, game writer and designer 


Bigger AND More Creative: 
Building a Better Developer through M&A 


Jon Goldman, Foundation 9 Entertainment 


Bootstrapping a Game Company in the Age of 
Blockbuster Budgets 
Albert Reed, Demiurge Studiog 


Business Geeks: How Leading Developers Use 
Strategic IT, HR, Finance, and Marketing 

Carrie Oliff, Insomniac Games; Clarinda Merripen, Cryptic Studios; 
Eugene Archibald, Nokia Network Gaming Solutions; 

Mike Lustenberger, Sony Ontine Entertainment; 

Richard Iwaniuk, BioWare Corp. 


Casual Games: Lost in Translation? 
Min Kim, Wizet Corp - A Nexon Company 


Cracking the XX Factor: How Devs Can Turn 
Women Players into Buyers 

Clarinda Merripen, Cryptic Studios; Leslie Brazeau, her 
Interactive; Eric Tams, Popcap Games; Erika Kohnke Kain, 
Kohnke Communications; Steve Lovett, Harris Interactive 


CRAZY TAXI v. SIMPSONS ROAD RAGE: Litigating a 
Gameplay Method Patent 
Stephen Rubin, Law Office of Stephen Rubin 


Creating STUBBS THE ZOMBIE with the Wideload Model 
Alexander Seropian, Wideload Games 


Developing Franchise Properties for Simultaneous 
Release in Comics, Games & Film 

Richard Leibowitz and Sean O'Keefe, Union Entertainment; 

Matt Hawkins, Top Cow Comics; Craig Relyea, Buena Vista Games; 
Steve Asbell, 20th Century Fox ; John Tobias; Paul Jenkins 


Famous Last Words Live: An Open Mike to 
Discuss Game Development Contracts 
Jim Charne, Law Offices James | Charne 


Free to Play! Pay for Stuff: The Digital 
Content Sales Frontier 

Daniel James, Three rings; 

Matt Mihaly, Iron Realms Entertainment 


Fun versus Offensive: Balancing the Cultural ‘Edge’ 
of Content for Global Games 
Tom Edwards, Englobe Inc. 


How to Generate PR for your Games and 
Build a Franchise for Company Skills 
Sue Bohle, The Bohle Company 


How to Raise Venture Capital to Build a Game 
Company, Phase Il 
John Welch, PlayFirst, Inc. 


IP Jiu-Jitsu: A Self-Defense Class for Developers 
Vincent Scheurer, Sarassin LLP 


My Publisher Says: “| Owe Him How Much?” 


Faye Sieracki and Tim Christian, Media Forensics Ltd 


Online Gaming Business in the Asian Market: 
Understanding the New Business Model 
Byung-ho Park, Indiana University 


Online World as Online Nation: Unraveling the 
Legal Tangle of DRM 
Philip Rosedale, Linden Lab 


Profitable Growth: The $ and Cents of 
Growing a Healthy Studio Custom 


Guha Bala and Karthik Bala, Vicarious Visions, Inc. 


The Axis of Gaming: Canada, U.K. and Australia 
Scott Campbell, U.S. Media & Communications Industry Advisor; 
Jack Sorensen, THQ; Adrienne Sanders, San Francisco Business 
Times; Evelyn Richardson, GDAA; Lynda Brown, New Media, BC 
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IGDA TRACK 


As a reflection of the IGDA's mission to foster the industry, the sessions in this track address the most relevant issues affecting 
the developer community today: censorship, quality of life, diversity, academic relations, and so forth. The IGDA track offers a 
means by which you can get involved, with sessions that are directly linked to committee work and advocacy efforts. Attendees 
will come away from the IGDA sessions empowered to make a difference within the game development community. 


IGDA TRACK SESSIONS: 
Academic/Industry Bridge Building 


Jesse Schell, Carnegie Mellon Unversity 


Burn Baby, Burn: Game Developers Rant 
Eric Zimmerman, gameLab 


Coffee Stains: Rights and Responsibilities of 
Videogame Creators 
Daniel Greenberg, freelance game designer 


Diversity: Attracting Minorities 
Joseph Saulter, Entertainment Arts Research 


ESRB and Game Developers: Getting it 
Right the First Time 


Bill Garrity, Entertainment Software Rating Board 


Increasing the Accessibility of Your Game 
Michelle Hinn, University of Illinois 


Murder, Sex and Censorship: Debating the 

Morals of Creative Freedom 

Brenda Brathwaite, Cyberlore Studios; Jason Della Rocca!GDA; 
James Paul Gee, University of Wisconsin; Letand Yee 


Preservation Safeguards for Games of Today 
Henry Lowood, Stanford University 


Quality of Life: Instigating Change from the Bottom Up 


Judy Tyrer, Red Storm Entertainment 


IGDA ANNUAL MEETING 


MARCH 23, 1:15-2:15PM 


Sex in Games: Hardcore 
Brenda Brathwaite, Cyberlore Studios 


Sex in Games: The Exciting Evolution of Adult Content 
Brenda Brathwaite, Cyberlore Studios 


Speaking Out: Exploring the LGBT Game 
Development Community 
Jeb Havens, Cyberlore Studios 


The State of Game Industry Crediting 
John Feil, IGDA 


Women in Game Development: The Other 360 Days 
Heather Kelley, Ubisoft 


Workforce Diversity, Tacit Knowledge and 

Profitable Games 

Clarinda Merripen, Cryptic Studios; Jeb Havens,-Cyberlore Studios: 
Joseph Saulter, Entertainment Arts Research; 

Sheri-Graner Ray, Sonly Online Entertainment 
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Conference 

















LOCATION TBA (BOXED LUNCHES WILL BE PROVIDED) 





| The International Game pavetapers Aesarsiion $.Board of ohectrs and executive © management abe: give devblapers: a ne 23 the 
Association's progress over the past year, as well as an indication of what! sin ‘Store for 2006. There will be a Q&A period to get feedback and 


input, from the community, and new. board candidates will be presented. The International'Game Developers Association ‘sa non-profit 
membership organization that advocates globally on issues related to digital game creation. The IGDA’s. mission is to o strengthen the ie 
international game development community and effect change to benefit that community, \ \ , \ 
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TUTORIALS 


MARCH 20-21, 


2006 AT THE SAN JOSE CONVENTION CENTER 





GDC offers one- and-two-day, in-depth, classroom-style conference sessions. These workshops focus on a specific 


subject, and are usually attended by about 30-50 attendees. 


— - r - 
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2-DAY TUTORIALS _ 


~ MONDAY & TUESDAY, MARCH 20-21 


301 Audio Boot Camp 

Dave Ranyard, SCEE = 

OVERVIEW: Attendees learn the entire audio production process 
for video games, including technical, creative, and financial 
considerations. They get pertinent, detailed information on 
audio-specific technical concepts. 


304 Game Design Workshop 
Marc LeBlanc 
OVERVIEW: Full session description coming soon to www.gdconf.com. 


MONDAY, MARCH 20, 2006 
101 Advanced Visual Effects with OpenGL 


Bill Licea-Kane and Evan Hart, ATI Research, Inc.; Simon Green, 
Mark Harris and Cass Everitt, Nvidia 

OVERVIEW: This day-long tutorial provides an in-depth look at how 
the latest technologies in OpenGL apply to game graphics. 


103 Creativity Boot Camp ‘06 

Paul Schuytema, Magic Lantern Playware 

OVERVIEW: This session targets the mental and creative 
capabilities of game development professionals and provides the 
tools, knowledge, and exercises to enhance creativity, specifically 
the problem-solving skills that are at the heart of game 
development and design. 


104 Do-It-Yourself Usability: How to Use User 
Research to Improve Your Game 

Marcos Nunes-Ueno, Microsoft Game Studios | 

OVERVIEW: This tutorial introduces game developers to the basics 


of usability testing. Attendees learn how to use usability testing to 


ensure that their design vision comes across to the end-user. 


105 Embodied Agents in Computer Games 
John O’Brien, Red Storm Entertainment; 


Bryan Stout, freelance writer 


OVERVIEW: This tutorial is an overview of the issues and solutions 


involved in implementing agents that must live” in game worlds, 


acting and reacting in real time. All major topics are covered, 
including architecture, cognitive models, perception, adi of 
decisions and actions. 


106 Engineering Issues in Multiplayer 

Game Development 

Larry Mellon, Emergent Game Technologies; Dave Weinstein, 
Microsoft; Neil Kirby, Bell Laboratories; Amy Phillips, Criterion 
Games; Bill Dalton , Sony Online Entertainment 

OVERVIEW: This tutorial addresses advanced engineering 
techniques for online games, such as: mixing single-player and 
multiplayer game code; engineering for performance; reliability and 
security in server-based games across years of operations; and the 
difficulty of testing non-deterministic multiplayer logic. 


107 Graphics Rendering with OpenGL ES 

Dan Ginsburg, AT! Research; Neil Trevett, Khronos Group; 

Remi Arnaud, Sony Computer Entertainment of America 
OVERVIEW: Brought to you with the collaboration of the industry's 
leading OpenGL ES hardware and software vendors, this day-long 
tutorial provides an in-depth look at the latest technologies in 
OpenGL ES and how they can be applied to cutting-edge 

game graphics. 


111 Physics for Games Programmers 

Jim Van Verth, Red Storm Entertainment/Ubisoft; Christer Ericson, 
Sony Computer Entertainment; Squirrel Eiserloh, Ritual 
Entertainment; Gino van den Bergen, Playlogic Game Factory; 

Erin Catto, Eidos Interactive; Marg Singer, Red Storm Entertainment, Inc. 
OVERVIEW: This lecture continues the tradition of the “Math for 
Game Programmers” and “Essential Math” tutorials, and deepens 

it by focusing on the topic of physical simulation. Particular 
attention will be given to dynamics, numerical robustness, 

collision, constraints and destruction. 


112 The Social Dimensions of Digital Gaming 

T.L. Taylor , IT University of Copenhagen 

OVERVIEW: This tutorial brings together expert social scientists 
doing research on game design, play, and culture to work with 
designers in generating useful vocabularies for making sense of 
the social dimensions of digital games. Content focuses on 
identifying and mobilizing key sociological concepts for design 
practice, reviewing methodological tools useful for studying 
gamers and game culture, and present current research findings 
by anumber of academics working in the field. | 
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TUTORIALS 





113 Game Not Over: Expanding the Market 

through Accessible Games 

Michelle Hinn and Jesse Reichler, University of Illinois, Urbana- 
Champaign; Thomas Westin, Pin Interactive AB; Kevin Bierre, 

RIT; Reid Kimball, Ritual Entertainment; Goran Lange, Stockholm 
University; Tom Buscaglia, T.H. Buscaglia & Associates; Barrie Ellis, 
OneSwitch.org.uk; Richard Van Tol, University of Portsmouth at 
England; Tim Chase, Freelance Programmer 

OVERVIEW: Topics include why game accessibility matters, academic 
and legal issues with regard to accessibility, demonstrations and 
discussions about why disabled gamers can't play the majority of 

the mainstream games on the market, and what kinds of software, 
middleware, and hardware solutions have been created to date. 


114 Emotion Boot Camp: Putting More Emotion 

into Play 

Nicole Lazzaro, XEODesign, Inc.; Katherine Isbister, Rensselaer (RPI) 
OVERVIEW: Using what players like most about play, this playshop 
offers tools and tactics for creating emotion for next-generation 
player experiences based on XEQDesign’s close examination of 
players during play, and Isbister’s research at Stanford and the 
Rensselaer GamesResearch Laboratory. 


TUESDAY, MARCH 21, 2006 
202 Direct 3D Day 


Cem Cebenoyan, Kevin Myers, and Peter Young, Nvidia; 

Richard Huddy, Natalya Tatarchuk, and Guennadi Riguer, 

ATI Research Inc. 

OVERVIEW: Brought to you withthe collaboration of the industry's 
leading hardware and software vendors, this day-long tutorial 
provides an in-depth look at Direct3D technologies and how they 
can be applied to cutting-edge game graphics. 


205 Graphics Rendering with OpenGL ES 

Dan Ginsburg, ATI Research; Neil Trevett, Khronos Group; 

Remi Arnaud, Sony Computer Entertainment of America 

OVERVIEW: Brought to you with the collaboration of the industry's 
leading OpenGL ES hardware and software vendors, this day-long 
tutorial provides an in-depth look at the tatest technologies in OpenGL 
ES and how they can be applied to cutting-edge game graphics. 


208 Player-Centric Game Design Workshop 
Ernest Adams, freelance game designer, writer, teacher 
OVERVIEW: This workshop presents Ernest Adams’ theory of 
player-centric game design, then lets the participants put it to 
practical use in a hands-on session. 


209 The Changing Landscape: Navigating Between 
the Big Console Dev Deal and Other Formats 

Jim Charne, Law Offices James | Charne; Dan O’Connell Offner, 
Offner & Anderson; David S Rosenbaum, Law Offices of 

David S Rosenbaum 

OVERVIEW: Game developers who feel shut out of the big console 
deals can find opportunities in other segments of the games industry. 
This program examines the state of the industry, then explores game 
development opportunities where developers can find creative 
satisfaction, cash flow, and maybe even earn some royalties! 

The program ends with a mock negotiation of a prototypical 
alternative game deal. 


210 Casual Games Summit 

Steve Meretzky, Floodgate Entertainment 

OVERVIEW: The Casual Games Summit is THE comprehensive 
one-stop education on the casual games space, including the latest 
trends, presented by panels of-experts from-every area of casual 
game development. 


211 Game Curriculum Workshop: The Shape 

of Things to Come 

Katie Salen, Parsons School of Design,; Katherine Isbister, Rensselaer 
OVERVIEW: An exploration of strategies for improving game curricula 
and innovative ideas for connecting education toindustry. A focused 
discussion with like-minded peers. 





FULL-DAY SPONSORED TUTORIAL 
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SPONSORED SESSIONS 


FULL DAY SPONSORED SESSIONS 





ADVANCED SHADER EFFECTS 
WITH ATI 


Developed for use in games, movies 
and demos using ATI graphics 
technology. These sessions will 
include presentations on ATI's latest 
developer tools, state-of-the-art 
techniques used by the demo team 
and advanced DirectX9, DirectX10 
and OpenGL2.0 API hints & tips. 


SPONSORED SESSIONS 


cE AGEIA . : ce. 
The Unlimited Potential o "Be age 
_ AdvancedGame Physics 
pata ete r a 


ALIAS — 
_ Levels and Props for 
Next-Gen Games with Maya 


; MotionBuilder: 5 Things You Need to Know 2 


_ Advance Character Rigging Workflow with 
Maya and Alias MotionBuilder : 


“ “AUDIOKINETIC | | : 
Introducing Wwise: A Comprehensive Audio 
Solution Redefining Audio Innovation 
and Productivity 
__Simon Ashby 


AUTODESK~ / =, 

_ Autodesk® 3ds Max® 8 - 

Animation Techniques | : 
S ‘Autodesk 3ds Max 8 Tips and eis / 
Autodesk 3ds Max and ZBrush workflow | 


wv Autodesk 3ds Max Data Exchange Interface 
(previously known as IGame] and COLLADA 


. CREATIVE LABS 
_ Hardware Audio Design and 
Implementation in PREY and QUAKE 4 
_€d Lima, Zach Quarles, ’ : 
Carlo Mascon : 


Microsoft: 


MICROSOFT’S FREE 
HANDS-ON WORKSHOPS 


Fill your brain at Microsoft's free 
hands-on workshops at GDC. 
Everyone will benefit from attending 
one or more of these hands-on 
workshops covering PIX, Microsoft 
Direct3D 10, Shader Model 4.0, PRT, 
as well as tips and tricks to integrate 
your game into the Microsoft 
Windows Vista user interface! 


So You've Done uwpiotaybe, Now What? 


avid Tokheim, Chris Peouie 
_ INTEL CORPORATION 


NVIDIA SPONSORED DAY 


and FX Composer 2.0. 


CINVIDIA. 


The following companies will be presenting sponsored sessions 
at GDC. Content to be announced shortly. AMD, AVID Computer 
_ Graphics, IBM, Macrovision’s Trymedia Games, Microsoft 


FOR MORE INFORMATION ON SPONSORED 
SESSIONS VISIT WWW.GDCONF.COM 








® 


In these sessions, NVIDIA engineers 
will present a wide range of topics 
including next-generation effects, 
handheld development guidance, 
performance tuning (for PC and 
mobile devices] and new tools such 
as NVPerHUD 4.0, NVPerfKit 2.0, 


PLAYSTATION UNIVERSITY 


Join Sony Computer Entertainment 
for a day of talks on developing for 

PlayStation 3 and the PlayStation 
Portable! We'll talk about technology 
and business, to give you all the 
information you need to know to get 
started developing games for these 
new platforms. 







Corporation, Microsoft Windows Mobile, Philips amBX 


DOLBY LABORATORIES 


Ready, Set, Mix. 
~ Matt Tullis 
“GAMESPOT 
-How to Succeed in a Next-Gen World: 
_ Tapping into the Power of GameSpot Trax 
Andrew Bond 


_ Tournament Automation using 


GameSpot’s A. R.K.-S. D. K. 


Todd Colletti 
_HAVOK 


Havok FX™: GPU- Accelerated 


| Physics for PC Games 


Andrew Bond 


f Behavioral ancl for / | 


Next- Generation Characters / 


Jeff Yates “ 


IGN 


Taking Online Gameplay to the suai Level 
Karthik Bala | 


| How GamerMetrics is Changing ] 


the Industry 


Creating Surround Sound Audio - Gaines / 


(Cakewalk software) 
/ Steve Pitzel | 


Bryan Trussel | 


INTEL CORPORATION CONT’D 
Threading Games: Case Studies 
Leigh Davies 


Digital Content Creation: 
Softimage in Visual Arts 
Steve Pitzel 


Tools for Threading Games 
Jason Plumb 


The Digital Home & Intel's Viiv Platform 
Paul Lindberg 


Intel Integrated Graphic Tips and Tricks 
Mike MacPherson, Cody Northrop 


Optimizing Games for Laptops - 


/ Cody Northrop | 


MICROSOFT CASUAL GAMES — 
Games on Instant Messenger: | 
Tapping into 170 Million Interactive Users 


/ Bryan Trussel 


Casual Games for all Platforms: 
What Works and Why? > 


vMc 


Game Testing to Ensure Compliance an 


Market Success 
Duri pricg 


WEDNESDAY, MARCH 22-FRIDAY, MARCH 24 
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GDC EXPO 





At GDC, the most innovative companies from around the world demonstrate emerging technologies critical to 


creating an immersive gameplay experience. This is a game developer's one chance in the year to interact with the 
most companies in one venue, from the latest in laser technology to engines, you'll find it all on the GDC Expo floor. 


EXHIBITOR LIST AS OF 11/29/05: 


(aLast Software, Inc. 
3Dconnexion 

Academy of Art University 
Activision, Inc. 

AGEIA Technologies, Inc. 
Alseek, Ltd 

AK Peters 

Akamai 

Alias 

AMD 

Anark Corporation 
Animation Magazine 

APM -Associated Production Music 
ATI Technologies, Inc. 
Audiokinetic, Inc. 

Autodesk 

AVID Computer Graphics 
BigWorld 

BioWare Corp. 

Blizzard Entertainment 
BreakAway, Ltd. 

Buena Vista Games/Disney 
Cartoon Network 

Cerro Coso College Game Design Program 
Climax Studios 
Codemasters Software, Ltd. 


Collins College - A School of Design & 
Technology 


Computer Graphics World (CGW) 
Corel Corporation 

Course Technology 

Charles River Media 

Creative Labs 

CRI Middleware Co., Ltd. 

Cryptic Studios 








Datascope Recruitment, Ltd. 
DemonWare 

DeWolfe Music 

DigiPen Institue of Technology 
Digital Artist Management 
Dolby Laboratories 

ECD Systems 

Edge of Reality, Inc. 

Emergent Game Technologies 
Emotiv Systems 

Empower Technologies/PowerPlay 
Epic Games 

ETRI 

Ex’pression College for Digital Arts 
Falanx Nedre Microsystems 
Firelight Technologies 

Fonix Corporation 

Foundation 9 

Full Sail Real World Education 
Game Instinct/Testing Testing 1-2-3 
GameDev.net 

GarageGames 

Gas Powered Games 

Gekido Design Group Inc 
Genemation 

GestureTek, Inc. 

Havok 

High Moon Studios 

High Voltage Software 

iBeta Quality Assurance 

IBM 

IGN/Gamespy Industries 
Image Metrics PLC 

Intel Corporation 

IT GlobalSecure Inc. 
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Jivanta 

Khronos Group, Inc. 
Killertracks 

Kynogon 

Logitech 

Lucas Arts 

Macrovision’s Trymedia Games 
Mary-Margaret.com Inc 
MAXON Computer 
Metrowerks Corporation 
Microboards Technology, Inc. 
Microsoft Corporation 


Microsoft Windows Mobile / 
Microsoft Casual Games 


Midway Amusement Games, LLC 
Monolith Productions 

Morgan Kauffman/Focal Press 
MumboJumbo 

Natural Point 

NaturalMotion Ltd 

Nintendo of America, Inc. 
N-Gage Nokia 

Noren Products, Inc. 

Novint Technologies, Inc. 
NRG/New Riders Games Publishing 
NVIDIA 

OC3 Entertainment, Inc. 
OutsourceReport 

Pandemic Studios, LLC 

Peer 1 Network 

Perforce Software 

Perpetual Entertainment 
Philips amBX 

Polhemus 

Premier Search Inc 
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The most prestigious career expo in ore industry 
A Career Pavilion provides publishers and studios the. 
recruit the industry s top developers on the show floor 


\ out new career opportunities. angen ecruitin 

| Microsoft, Activision, THQ , Ubisoft, panies: 

\ \ aK 
‘ \ Goto www.gdconf.com/networking/ 


oa. list of Career Pavilion exhibitors % \ 


Pseudo Interactive 
RAD Game Tools, Inc. 
Radical Entertainment 
RealNetworks, Inc. 
Replay Solutions LLC 
S3 Graphics, Inc. 
Scaleform Corporation 
Seapine Software 
Serbin Communications/Play! 
Speedtree/IDV 

SN Systems Ltd. 


Sony Computer Entertainment 
America, Inc. 


Sony Ericsson 

Soundelux Design Music Group 
Spine3D 

Streamline Studios B.V. 
TechExcel 

Technicolor Interactive Services 


The Art Institute of California - 
San Francisco 


The MIT Press 

THQ Inc. 

Tooned In 

Ubisoft 

Vancouver Film School 


Vicious Cycle Software, Inc./ 
Vicious Engine 


Virginia Economic Development 
Virtools 

VMC 

Wacom Technology 

XGI Technology, Inc. 

Xtreme Strategy Games, LLC 


Zipper Interactive 
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__ AKPeters, Ltd. 











games 
CGNetworks.com | CGTalk.corn 


~ @® Downtoap.com 











Game); / 


@)aamedevnet 


GAME FACE 
@ games 77, 


THE REPORTER 





iema 


GAMASUTRA 


The Art & Business of Making Games 


~ THE GAME DEVELOPERS CONFERENCE WOULD LIKE TO THANK THE FOLLOWING PARTNERS: 





ENTERTAINMENT ™™™ 


Mary-Margaret.com 





FOR COMPLETE INFORMATION ON GDC:06 SESSIONS AND SPEAKERS, GO TO 





A CED Gear. 


YOU'LL GET A FIRST HAND GLIMPSE 
OF WHAT'S NEXT... 


e Learn lessons from next-gen, handheld, and current 


game development 


od =o.4*) Ko) eM alamo] mele[UCoad (ol am c-Lolalal (of 0-t-Mmere) UF) elele-l ated alm i dam dats 
film industry, and ways to reach the mass market 


e Attend in-depth one-and two-day tutorials including the 
popular Microsoft Developer Day 


e Discover emerging technologies and interact with 
hundreds of innovative companies at the GDC Expo 


GAIN ACCESS TO THE PEOPLE, TECHNOLOGIES, AND TOOLS 
THAT WILL DEFINE WHAT’S NEXT FOR OUR INDUSTRY. 


(cor | 


www.gdconf.com 










egister by February 15, 2006 and save up to 35%! 







riority code PAMAXX when registering 


TODAY! 





GameDevelopers Priority Code: CJGDM5 


Conference 
600 Harrison Street « San Francisco, CA 94107 « USA 


Conference: March 20-24, 2006 
Expo: March 22-24, 2006 
San Jose Convention Center 


San Jose, CA Register by February 15, 2006 at www.gdconf.com and enter 


Priority Code CJGDM5 to save up to 35% on GDC:06 Conference Passes 


Pass options 


Early Registration On or after 


by February 15, 2006 February 15, 2006 
Pass Dates 


Save $375 


Save $475 


Save $505 


Save $505 
Save $200 


Save $100 


Save $125 
Save $20 
Save $20 





